Everything 

You always 
Wanted to Know 
About Games 
- But were afraid 
To ask 


(to paraphrase another expression) best exemplifies the current trend in home 
entertainment! 


In short, family games is where it’s at! 


Reason enough, we Say, for the recent acquisitions by Avalon Hill of more than 
40 games featuring favorites such as Trippples, Bali, Facts in Five, Twixt, 
Acquire, Feudal, and the entire Sports Illustrated series. 


Avalon Hill now boasts a line of games covering as broad a spectrum of gaming 
interests as possible: sports games ... wargames... politicalgames .. . ed- 
ucational games...detective games...Chess...business games 
...word games...Bridge...knowledge games...Go... historical 
events games... Diplomacy ... all kinds of games for all kinds of people: 
action games, strategy games, games of chance, games of skill, games of 
involvement .. . board games, card games, puzzle games, group games, party 
games, solitaire games .. . you name it, we've probably got a game on it— 
nearly 70 games for all seasons, all tastes, all ages. 


Expensive? ? ? What does it cost a family to dine out... . to go to a movie? 


The Answer! More than you would pay for a game that provides thousands of 
hours of pleasure! 


Aren’t you glad you asked... ? 


In 1958, The Avalon Hill Company introduced to 
the public three “adult” games—Gettysburg, 


In deviating from this age-old formula, 
Avalon Hill devised a method of transferr- 


Tactics Il and Dispatcher—pioneering the first 
bold step forward in game design since the 
advent of Monopoly in the ‘30's. For the first 
time, ever, a Serious attempt was being made 
to design games based on real life events. 


Gettysburg” | 


Heretofore, _ tra- 
ditional games 
were mostly ab- 
Stract in nature, 
dependent upon 
conventional luck 
elements to deter- 
mine the winner. 


ing the abstract to real life. For example, 
instead of moving a “pawn” as in Chess or 
Checkers, one moved an actual division of 
infantry in accordance with its real-life 
historical ability. 

This “adult concept” caught hold immedi- 
ately, first as an “in-thing” for the affluent, 
then later as a new brand of sophisticated 
entertainment for the family. In 1976, Avalon 
Hill created its “Leisure Time Games” Division 
to differentiate the 3M Brand games from the 
line of historical games. Now, you have a 
choice of nearly 70 to choose from, described 
on succeeding pages of this catalog. 


Avalon Hill games have been created to duplicate 
events of real life—a refreshing departure from the 


commonplace. Here, you master the situation 


vicariously. Here, you can indulge in your secret de- 


Sires of high command. 


They are solely dependent on your skill and judge- 
ment They are not computer freaks that bog down 
in a Sea ot statistics. nor do they contain traditional 


luck elements of conventional games. 


Avalon Hill's line is broken down into two broad categories; The 
Family Classics. which are family-oriented games reflecting social. 
economic. and cultural life styles of today: and Recreations of Great 
Historical Events. for people who want to co more than just read 


about these happenings. 


And to insure the historical authenticity of our research, a Tech- 
nical Advisory staff made up of military heroes—General Anthony 
McAuliffe. Rear Admiral C. Wade McClusky. and Colonel Donald L. 
Dickson—provide supplemental help in this area. 


We are proud of the national and international recognition we 
have received. The British Broadcasting System once used our 
Afrika Korps game in a TV series pitting Field Marshall Montgomery 
against a German General. Football Strategy was cited by Sports 
Illustrated, “the best football game ever invented, spawning a 
raft of imitators among commercial publishers ever after. Chicago 
Today called the Stock Market game, “an outstanding product of 
its times.” LIFE, NEWSWEEK, TOYS MAGAZINE, have in the past 
eulogized our educational and historical games to the point where 
we are besieged daily for requests of our financial reports for, pre- 
Sumably. purposes of investment. One would think we were 


General Motors. 


Public acceptance of this radical approach to 
board games has gone well beyond the pure 
adult stage—Avalon Hill now boasts that 70% 
of its customers are actually between the ages 
of 12 and 19. 

Among the many celebrities in that adult 
30% is Walter Cronkite, renown TV News 
analyst. “Cronkite cannot resist games. He 
likes Waterloo. He likes Battle of the Bulge,” 
Stated a March 1971 Life Magazine interview. 

“Keep up the good work,” eulogized Alan B. 
Wambold of the Department of Government 
and Foreign Affairs at the University of 
Virginia. “Armchair generals, admirals, and 
frustrated political-scientists like myself will 
long enjoy reliving, rewriting, and remaking 
history with your assistance,” he related. 


An executive at a New York Advertising 
agency, G. R. Vidmer, spoke for many of his 
colleagues when he wrote,.. . “to be casually 
walking through Brentano's and suddenly be 


confronted with a whole slew of Avalon Hill 
games... well, to a 30-year-old boy, you 
brought back the old thrills.” 

Paul Podgus, another ad executive, was 
more specific, “when you can get a dozen top- 
notch advertising men to pass up expense 
account lunches at their choice of New York's 
better restaurants, you must have a real 
attraction going for you. That's what your 
Football Strategy game has been doing here at 
the agency for the past ten weeks.” 


We even have customers who go to bat for 
us in Our defense, witness a recent rebuttal by 
James H. Griset, Tustin, California, to a 
Slanderous news article. Replying directly to 
the author of the article, he retorted, ‘It 
distressed me to read your opinion of Avalon 
Hill games ... you seemed to attack Avalon 
Hill on the basis they produced wargames 
but you totally ignored other producers of 
games on war; is it because Avalon Hill 


produces a much more accurate simulation 
than others?” 


Probably the ultimate in compliments arriv- 
ed in the form of a Snoopy greeting card froma 
long-standing devotee, Lincoln Clark Ill, which 
read “without you, my love story isn't com- 
plete!” 

Less subtle but equally complimentary is 
Lt. Richard J. Spence’s comment. “I recognize 
that you are to the game industry what Rolls 
Royce is to the automotive.” 


And for all the Mrs. Peter Yadlowsky’s, 
Woodbridge, Virginia, who pleaded, “Help! | 
can't find Avalon Hill games anywhere around 
here... Christmas isn't the same without 
them!,” Avalon Hill has instituted its brand new 
Mail-Order-Only service (described later on). 

Avalon Hill, in tailoring the real-life ap- 
proach to a large variety of subjects, has made 
friends with people of all ages and all walks of 
life. We are not far off base when we boast, 
“you name it, we've probably got a game onit.” 


While we are considered mecca to aficionados, 
our role in the game industry has been blown 
up all out of proportion. Understandably, we 
are the largest designer and publisher of real- 
life games ...but we have reached this 
plateau mainly due to the many, many services 
we provide for gamers, novice and fanatic 
alike. 


We don't just sell you a game, then forget 
about you. Through our magazine the GENER- 
AL we help you find opponents and let you 
know where the tournaments and conventions 
are being held. We answer your questions 


regarding play of the games when you Send us 
a stamped, self-addressed envelope. Our 
magazine the GENERAL is probably the one 
most important step you can take to increa- 
sing the pleasure you derive from simulation 
games. It presents you with playing aids for 


Avalon Hill games are sold in better depart- 
ment stores (usually in the stationery 
departments), hobby shops, toy stores 
Stationery supply stores, book stores, and 
sporting goods outlets everywhere (well, 
practically everywhere). If the game of your 


choice isn't available at your Avalon Hill — | 


center, you can order it by mail directly from 
Avalon Hill. A complete Order Form is included 
in this catalog for just this purpose. 

Also, aS an additional service we have 


the games, tips on strategy, and even rates 
players nationally through the A.R.E.A. syst- 
em by publishing lists of the top A.R.E.A. 
players in the country and sponsoring pbm 
tournaments. Readers of the GENERAL learn of 
new rule revisions and special projects, like 
wargaming t-shirts, with each issue. 


Avalon Hill also initiated the play-by-mail 
(PBM) system. Here, opponents living in 
remote areas from each other can play com- 
plete games—honestly—without ever seeing 
each other face to face. 


And if you lose or misplace parts integrally 
important to the play or otherwise, we will 
replace at minimal cost to you. No need to 
purchase complete games in such situations. 

Because we do all of our own designing, 
research, marketing, promotion, and actual 
printing, we feel our staff is in a position to 
know exactly what the true game player wants 
out of the art of gaming. 


We have been told that our services in this 
area are second to none in the game 
industry .. . services that range from in-store 
demonstrations to fostering friendships 
between two or more game players inthe same 
neighborhood. We've even been called upon to 
write a note to a young man’s teacher to 
explain his absences. 


initiated a special MAIL ORDER ONLY line of 
games that can be purchased only from Avalon 
Hill direct. We now direct your attention to the 
display of the games themselves. Hopefully, 
we have convinced you that there is much 
more to board games than meets the die. 
Perhaps you will Soon be joining the thousands 
of loyal Avalon Hill fanatics who have realized 
that a lifetime of pleasure doesn't have to be an 
expensive proposition. 


WORD POWER: Fun for 2 to 4 players ages 8 and up. 
“It Pays to Increase Your Word Power,” Reader's 
Digest feature, inspired the design of this vocabulary- 
building game. Players are dealt key word cards 
which they match up with synonyms and antonymns. 
Three decks of key word cards, color-coded accord- 
ing to frequency of usage, provides equal chances of 
victory for everyone regardless of word knowl- 
edge... 


EVENTS: the “what, where, and when’ game that 
makes history come alive. Here you draw on your 
knowledge of famous events, past and present. The 
World Map serves as the playing board: also included 
is the “Playbook” listing over 300 most important 
historic events and happenings for easy _ refer- 
ence... great party game for 4 to 8 players. 


CONTIGO: a skillful blend of Chess, the fascination 
of ancient pit-and-pebble games and the new 
dimension of programmed moves. Actually two 
games in one; offering a thought-provoking align- 
ment game for two, or a swift game of capture for 
four, teens thru adults. 


TWIXT: ingenious strategy game for two! A stimulat- 
ing board game with the fascinating chess-like 
Strategy of move and countermove. Each player tries 
to connect his borders with an uninterrupted chain of 
linked pegs before his rival can do the same. Two 
versions permit either two or four to play. Average 
playing time per game: 30 minutes. Considered 2nd 
best 3M game of all time... 


Family Oriented Games 


... reflecting social, economic, recreational, and 
cultural life-styles of today, designed to be enjoyed 
equally by all members of the family on an even 
competitive level. Emphasis is placed on decision- 
making rather than on luck elements common in 
most traditional board games of the past. 


EXECUTIVE DECISION: The exciting game of 
corporate management and big business. Each 
player is a top-level executive with the authority to 
purchase the raw materials necessary to produce the 
product of his choice and the responsibility of selling 
the finished goods at the best market price. Through- 
out the game, prices fluctuate according to supply 
and demand. Average playing time: 1 hour, for 2 to6 
players, teens through adults .. . 


POINT OF LAW: an exciting game of involvement, 
logic and decision-making. You are the judge and 
jury! Will you declare the ‘Feral Financier’ a public 
nuisance? Can the “Mixed-Up Marriage” be annulled? 
Was the “Midnight Murder” really murder? Many 
interesting and engrossing discussions—and an 
occasional laugh or two—result as players use logic 
and intuition in reaching their decisions. Features 100 
actual courtroom dramas and decisions from out of 
the past. Average playing time: 2 hours, a highly 
entertaining game for any number of players, adults 
and teens... 


OUTDOOR SURVIVAL: An educational experience 
unto itself. Game includes a 24-page handbook of 
survival techniques, increasing players’ knowledge 
of woods lore for when it may be needed in real life. In 
the game, players are pitted against the wilderness 
and each other to see who is most “expert” at getting 
across a 24"x22" mapboard representing typical 
wilderness terrain. Game contains 5 different scenar- 
iOS graduating insurvivalexpertise .. . great for2to 
4 players: especially enjoyable as a_ solitaire 
game... 


SHAKESPEARE: Shakespeare and his works have 
always been something of a game for scholars hunt- 
ing Out hidden meanings in archaic phrases. Such 
is possible with the Game of Shakespeare. Actually 
3 games in one. you select the version compatible to 
your particular knowledge (or lack of it). Object is to 
identify quotations and famous characters from his 
plays: “Answers” are given in the 52-page Guide with 
a synopsis of all 37 Plays, and a myriad of 
memorabilia on the great bard himself... 


Retail prices of all games are shown on Parts List at center of this catalog. 


STOCKS & BONDS: the exciting stock market game 
for investors and speculators of all ages and 
incomes. Each player buys and sells stock and bonds 
as he tries to grow thousands of dollars richer. The 
game's unique calculator will tell him if he’s had a 
Happy Monday or a Black Friday. Average playing 
time per game: 1hour, for 2 to 8 players, teen through 
adult... 


OH-WAH-REE: world’s newest oldest game! A game 
with a history of 3500 years and many nations, 
brought up to date for modern tastes. In the game 
players make captures by “sowing” pebbles into the 
pits. Insome versions player with the most pebbles at 
game's end wins. In other versions player with the 
most pits wins. Adults play thoughtfully, strategical- 
ly: children play itas a swift game of capture. Playing 
time varies; average is 20 minutes, for 2 to 4 players, 
adults and children... 


BUSINESS STRATEGY: 2 games in one: a Basic 
version where the entire family can sit down 
immediately to a game where each becomes a 
company president in a corporate power struggle; 
and an Advanced version where P&L statements, 
balance sheets, capital expansion, credit purchasing, 
and stock issuance all become part of the game 
mechanics. A great strategy game for aspiring 
Howard Hughes types. Here, you learn the cold, hard 
cutthroat facts of life without losing your shirt. . . 


GO: the legendary, Oriental game of skill! Enjoyed as 
“the” game for refined intellectuals, Go is a challeng- 
ing game that boasts an Oriental origin from 2356 B.C. 
In comparison, if Chess is a duel, GO is an entire war. 
Military in nature, it involves the elements of 
Strategy, defending, seizing, securing territory and 
capture. Players concentrate on securing the greatest 
defendable territory with a minimum number of 
skillfully placed stones. Unique to GO is handicap 
play that enables players of uneven skill to com- 
pete intensely without changing the essential charac- 
ter of the game... 


CHESS: classic game of strategy, now in a deluxe 
3M Bookshelf edition to delight collectors of all ages. 
Handsome leather-grained bookshelf case features 
full-color reproduction of “The Chess Players” by 
Honore Daumier (permission Musee du Petit Palais, 
Paris). Imported French Wood Chessmen are hand- 
detailed, varnished, weighted and felted. 2'2" King. 
Folding Chess Board features durable wood-grained 
playing surface... 


THE STOCK MARKET GAME: game that shows 
what it's all about—realistically, concisely and 
graphically. Here, players place their buy and sell 
orders simultaneously just as it’s done in real life. 
There are no dice, no chance cards, no spinners; 
YOUR decisions, alone, determine how much you 
profit (or lose). A 24-page Investors’ Guide comes 
with each game-set explaining, in layman's terms, 
what the stock market is all about. Selected by 
Chicago Today Magazine as an outstanding product 
for the times. For 2 or more players, ages 10 and 


up... 
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FACTS IN FIVE: the Stimulating game of knowledge 
that pits players against each other—and time. Brisk 
competition reveals players’ abilities for quick recall 
of facts. Final results of memory searching can lead 
to many a Spirited discussion and even a laugh or 
two. Facts In Five is absorbing as a solitaire game 
and, as a party game. it’s loads of fun! Special rules 
permit children to compete with adults. Average 
playing time: 1 hour, for any number of players, 
adults and children. Best selling 3M game! . . . 


CHALLENGE BRIDGE: a new dimension in dupli- 
cate bridge! Oswald Jacoby says CHALLENGE 
BRIDGE is the best way for four players at home to 
improve their skills, bidding and playing “tourna- 
ment’ hands—and matching the results against the 
experts who bid and played the same hands in 
American Contract Bridge League tournaments. 
Unique “computer-card” deal system sorts hands 
automatically and quickly. It’s like having a duplicate 
tournament in your living room... but you only 
need four players... 


CHALLENGE BRIDGE II: an additional set of 100 
Deals for Challenge Bridge. You get a Reference 
Manual and 100 corresponding Deal Cards. Each of 
the 100 Deals is taken from an ACBL tournament and 
none duplicates any deal in Volume | itself. Helpful 
hints on bidding and play written by the master 
himself, Oswald Jacoby, accompanies each deal. . . 


Available only by mail direct from Avalon Hill—not 
available in stores. 


IMAGE: the game of personality profiles! A delight- 
fully imaginative game! Search your memory to 
create “images” profiling famous people or fictional 
characters. The possibilities are infinite—everyone 
from Adam and Eve to Chairman Mao, from King 
Arthur to Mary Poppins. This ever-changing game is 
never the same. Great fun for the whole family. 
Awerage playing time: 1 hour, for 2 to 6 players from 
nine to ninety... 


TUF: Fast, competitive game based on forming 
number sentences or equations. For 1 to 4 players, 
age 8 and up, each player simultaneously rolls out his 
Cubes and tries to use as many as possible in forming 
his equation; winner is the one utilizing the most 
Cubes after so many rounds have been played. A 
great game for reinforcing basic math principles. 


FEUDAL: the game of siege and conquest. The excit- 
ing medieval war game, combines military strategy 
with chess-like moves as the armies of two feudal 
Kings battle to the death. Each army is secretly de- 
ployed, making every game different and challeng- 
ing. The rough and mountainous terrain can aid or 
hamper attempts to thwart the enemy or lay siege to 
their castle. Average playing time: 1 hour, for 2 to 6 
players, teens through adults .. . 


TUFABET: if ever it was possible to improve upon 
Scrabble, Tufabet is it. But unlike Scrabble, play is 
simultaneous. No waiting for turns, no boring delays. 
Each person rolls out an identical set of 20 cubes, 
then tries to form interlocking words off the face-up 
letters. Actually, a form of 3-D crosswords. Timers 
add spice, and speed, to the excitement of an age-old 
word game. Complete with hand-carved gold- 
embossed wooden cubes ideal for 2 to 4 players ages 
8&up... 


FOIL: challenging game of words and wits! FOIL pits 
player against player—and time—in a stimulating 
game of words and wits. Unlike other word games, 
FOIL challenges your skill in unscrambling words as 
well as your ability to form words. The infinite variety 
of words and letter combinations make an ever- 
changing, ever-challenging game of mental stimula- 
tion for all. Average playing time: 1hour, for 2 to 4 
players, adults and children... 


PLOY: Strategic game of maneuver! The stimulating 
new space-age strategy game. The object? To 
capture the opponent's Commander or all of his 
Lances, Probes and Shields. Since pieces move only 
along paths in line with the indicators radiating from 
their centers, the strategy lies in knowing when to 
move and when to rotate a piece to change direction. 
Average playing time: 30 minutes, for 2 to 4 players, 
adults and children... 


ACQUIRE: high adventure in the world of finance! 
The exciting, new game of hotel investment. Its main 
Object is to become the wealthiest player by forming 
hotel chains (to get free stock), shrewdly buying the 
right stock at the right time, merging chains (to get 
Cash), and expanding the chains in which you have 
controlling interest (to increase their value). Aver- 
age playing time per game:1 hour, 15 minutes, for 2 to 
6 players, pre-teen through adult. . . 


COLLECTOR 


THE COLLECTOR: an exciting auction game in 
which players compete for valuable collections. As 
the bidding goes up, players attempt to outbid (or 
outbluff) each other without giving away their 
strategy. Object in winning is to be the first to collect 
complete sets of rare items; thus play remains at 
fever pitch each and every time rare “objets d'art” 
come to the “auction block.” Antique collectors and 
auction-hounds can share equally in the joys of a 
game that comes pretty close to the real thing. 
Playing time: 45 minutes in this ideal game for 2 to5 
players, adults and young alike... 


PERPLEXUS: game of “five in a row.” Simple eh? 
Not when your opponent can shift the playing field on 
you! So you've got to think ahead in this addictive 
game of strategy. Includes instructions in English, 
French, and Spanish; designed for 2 players, ages 10 


TRIPPPLES: based on a ‘feedback’ system so 
unique, it's one of the rare games granted a patent by 
the U.S. Patent Office. Game is one whereby each 
player's move influences that of his opponent. Each 
tile has arrows that point to three directions. These 
arrows determine the only three directions in whicha 
player can move. Each player's token is a transparent 
piece which allows view of the arrow-tiles over which 
it moves. When player-A moves onto an arrow-tile, 
the arrow-directions tell his opponent, Player-B, 
where he must move. Thus, Player-B has only three 
options open to him. He therefore will select the 
option that will force Player-A, in his next turn, to 
move in a direction that prevents Player-A from 
getting closer to his home base. Winner is the player 
who reaches his home base first, from a starting 
square at the opposite end of the board upon which 
the 60 tiles are placed in random fashion. In Europe, 
the Trippples craze has begun. Better get a head start 
now for the U.S. championships . . . 


TOTALLY: anumbers game that pits players against 
each other and a time limit. Excellent blend of luck, 
Strategy, and frustration in a game that puts the 
element of challenge back into family entertainment. 
Great little party game, too. For up to 4 players, ages 
12andup... 


DELUXE TRIPPPLES: same as regular Trippples 
except smooth polished solid hard maple arrow tiles 
replace plastic ones. In addition, this version comes 
with the guidebook ‘Theory of Trippples” designed to 
give you that competitive edge needed for the coming 
championships .. . 


BARRIER: another different concept in logic. Object 
is to cross thru “barriers” into opponent's territory, 
doing so with cunning and skill, not by chance. Game 
Cannot be made obsolete by perfect strategies, 
offering a lifetime of joy for 2 players, ages 8 and up 


z ie ol 
BALI: for those who love word games. For those who 
love card games. Bali is both! Would you believe the 
Object is to build longest words? “Ho hum, so what 
else is new?’ you Say! Well, this game ain't new and it 
ain't easy... its adeceivingly simple looking game 
that has the earmarks of classic subtleties and 
nuances and play, reason enough for this decade-old 
game to have reached occult status. For the price of a 
New York hamburger, the taste of Bali will linger with 
you for a lifetime—even as a solitaire game... 


1) Refer to The Parts List for prices. 


2) Circle games and/or parts desired, or list on a separate sheet with prices, or 
list on the Order Envelope with prices. 


3) Total up, then add proper postage (from chart on last page of Parts List). 
4) Send Order with check or money order, or designate proper Credit Card. 


CREDIT CARD PURCHASES: We will bill to your Bankamericard, Master Charge, 
or American Express card. Be sure to include Account Number and Expiration 


Date. 


Re-creations of Great Historical Events 


... for people who want to do more than just read about them. Now you can go 
back in time, and actually participate in these events by playing games that 

are true-to-life re-creations of the real thing. Extensive research goes into each 
game's design to guarantee that elements perform in the game as they did 

(or might have) in real life. We have grouped this series according to complexity: 
strongly suggesting that beginners select only from those immediately following 
this text. Except where otherwise stated, the historical series is basically 2-player 
games, for ages 12 & up, with additional people assigned roles of subordinate 


commanders. 


For the 
Novice 


TACTICS II: the game that started it all; the very first 
commercial battle game ever produced. . .andstilla 
classic. Now redesigned to introduce newcomers to 
the fastest growing hobby today. No military 
experience or knowledge necessary, just some 
common sense and a little bit of brains. Who knows 
... you might have been a great general if only you 
had been given the chance. Here you get that chance 
... achance to command chesspieces representing 
modern divisions of infantry, armor, airborne, and 
special units across a giant 22” x 28" full-color terrain 
mapboard of two nations in conflict. Begin a lifetime 
of pleasure with TACTICS Il... 


WAR AT SEA: another excellent starter game for 
World War II Naval battle buffs. The game utilizes an 
area movement system to simulate the strategic 
naval war; all capital ships are rated according to 
their real life abilities. Playing time: just 1 hour. For 
ages 12 and up, novices and aficionados alike. 


GETTYSBURG: Our first “classic battle” game and 
still the M6St popular starter game for historical 
buffs. A great challenge for Robert E. Lee. The game 
starts June 30, 1863; each turn is one hour of time in 
history. YOU bring your divisions, regiments, and 
brigades into battle in the exact hour on the exact 
road they appeared historically on the 28" x 22” map 
of the battleground. Luck is minimized; skill is 
rewarded. Relive Pickett’s Charge, Longstreet's 
Disaster, and all the other skirmishes that bid 
farewell to the confederate dollar . . . 


_.. If you are new to wargaming, don't even consider buying 
Tournament Level games (which is like going to college be- 
fore completing grammar school.) Instead, begin your new 
hobby by selecting only from those shown on this spread. 


ALEXANDER THE GREAT: The conqueror of the 
Known world pits the invincible phalanx against a 
Persian host many times his number in one of 
antiquities greatest battles—Arbela, 331 B.C. Empha- 
Sis is On morale. Game features a 22” x 28” full color 
mapboard, convenient 90 minute playing time, and 80 
two-sided counters (for half losses). Units include 
infantry, phalanx, mercenaries, archers, cavalry, 
Chariots, horse archers, and elephants. You'll see 
Chariots and elephants wreak havoc everywhere 
except versus the phalanx—itself virtually immune 
to all but surrounded attacks... 


WATERLOO: The engagement that spelled doom to 
an empire. Here, YOU are Wellington or Napoleon 
Squaring away on the most famous battlefield in all 
history to decide the destiny of France. We set the 
Stage for you—7:00 A.M., June 16, 1815—100,000 men 
ready to strike towards Brussels. YOU can employ all 
the tactical and strategic cunning that was the 
hallmark of these two great generals, commanding 
the finest trained armies ever assembled. All the real- 
life infantry, artillery, and cavalry units are at your 
disposal. Find out how great Napoleon really was. At 
least find out what he was hiding in his blouse . . . 


AFRIKA KORPS: On a mapboard of North Africa 
44" x 14°, YOU can re-create Field Marshall Rommel's 
daring exploits at Bengasi, Tobruch, El Alamein and 
points in between. The game is a real test of tactical 
skill. The classic problems of mobility and logistics 
are faithfully recreated in this historical replay. Each 
turn is two weeks; Rommel launches his drive 
eastward from Agheila March 31, 1941—YOU take 
over in a game of desert warfare that can stretch for 
thousands of miles and 19 months. Where books and 
novels fall short, the game delivers. 


Retail prices of all games are shown on Parts List at center of this catalog. 


The Classics . « . the next step up in sophistication—the Intermediate 


Level games. Here, great emphasis is placed on historical accuracy. To this end, 
Avalon Hill sought out wartime leaders to verify (or refute) official histories. Gen- 
eral Anthony C. McAuliffe (now deceased), WWII hero who replied “nuts” to the German 


surrender demand at Bastogne, 
at first adamantly refused to 
lend his name to a commercial 
venture; then quickly reversed 
his stand after inspecting our 
D-Day game and consented 

to authenticate our Battle of 
the Bulge game. 


a 
& 


Donald 


L. Dickson 


represents the Great Powers that overshadowed 
Europe before World War |. No one is powerful 
enough to stand by himself; each must gain the 
cooperation of his neighbors . .. trust and treach- 
ery, then, are the entertaining ingredients of this 
unique game of international intrigue. Games & 
Puzzles Magazine claims, “it’s surely the greatest 
indoor board game invented this century.” You must 
negotiate, outwit, out-talk, make alliances (and 
break alliances) to win. It's strategy without dice— 
nothing left to luck alone... 


ORIGINS OF WORLD WAR II: A re-creation of the 
diplomatic conflicts between 1935 and 1939. Basical- 
ly a 2-5 player game each player takes the part of the 
diplomat of his nation making alliances and peace 
agreements with other nations. The player whose 
Strategy of power-politics best contains Germany 
wins. In his turn, each player plays “Understanding” 
and/or “Control” counters in nations he thinks will 
serve his best interests. Where conflicts arise, a 
diplomatic “attack” occurs which must be resolved 
either by secret agreements with other players or 
through diplomatic muscle. For realism, diplomatic 
muscle is allocated to players exactly as it accrued 
historically ... 


Anthony C. McAuliffe, 
General U.S.A. (Dec.) 


As regimental adjutant, Colonel Dickson 
was in the initial Guadalcanal invasion 
wave back in 1942. The former editor and 
publisher of Leatherneck Magazine has 
added immensely to our Technical Ad- 
visory Staff through his talents as artist, 
Colonel U.S.M.c. (Ret.) game designer, author, and tactician. 


Easier to enlist, but every bit 
as helpful, was Rear Admiral 


cited for his methodical 

and tenacious pursuit of the 
Japanese as the most important 
factor in the battle of Midway. 


C. Wade McClusky 
Rear Admiral US.N. (Dec.) 


WOODEN SHIPS & IRON MEN: Relive the glorious 
battle of John Paul Jones’ Bonhomme Richard with 
HMS Serapis or Oliver Hazard Perry’s victory in the 
Battle of Lake Erie. 27 individual historical scenarios 
recreate all the classic naval battles of 1776-1815 
including Trafalgar and Battle of the Nile. A “design 
your own’ formula allows players to “buy” their own 
Ships from the hundreds provided. A Campaign Game 
link-up of 5 scenarios enables players to fight a week 
long series of engagements, or a 20 minute single 
Ship duel depending on the scenario chosen. Game 
includes multi-player rules; and novel CRT system 
that realistically recreates broadsides, grappling, 
boarding and melee... 


RUSSIAN CAMPAIGN: a double-impulse move- 


~ ment system realistically recreates the German 


blitzkrieg; large breakthroughs and mass encircle- 
ments possible just as in real life. Game contains Axis 
corps-level forces featuring superior mobility aug- 
mented by strong Luftwaffe support: Russia counters 
with a few historical tricks up its sleeve. Play this fine 
new game and find out who should have won... 


C. Wade McClusky (now deceased), 


FOOTBALL STRATEGY: From a pure skill stand- 
point, this game has got to be rated tops. Back in 
December 11, 1961, it was called, “the best football 
game ever invented” by Sports Illustrated's Shop- 
walk column, setting the model for SI's own designs 
to come later (shown elsewhere in this folder). This is 
head to head competition at its keenest. It’s think and 
double-think, strategy and counter strategy in a 
game based on the style of the Johnny Unitas-led 
Baltimore Colts. Here, the offensive player selects a 
play — one he thinks is appropriate for the situation 
— from 20 possibilities given. Defensive player, at the 
same time, chooses one of 10 possible defense 
patterns — the one he thinks best to throw against 
the offense play his opponent is likely to call. Success 
or failure of the play is determined by cross-checking 
the offense and defense called on the matrix-style 
Play Chart that eliminates the luck element entirely. 
Truly ... “an honest-to-Pete challenge to the man 
who knows he would have been a Nee pro 
quarterback if only he had had the chance . 


PAYDIRT: What's the call? You're up against the 
quick, smart Dallas front four. Two minutes to go in 


the game. You trail 17-16, but have a drive going... 
down to their 44. It’s 3rd and 8. A field-goal could win 
it, but your kicker is erratic from outside the 40. 

What's the call? A trap up the middle for better 
field position? An end sweep? A medium pass? (What 
if they come with the blitz? They could nail you fora 
big loss and it’s goodbye, field-goal!) Maybe the 
screen or a short pass would go. Or maybe now’s the 
time to gamble everything . . . and throw The Bomb! 

In Paydirt, you get the opportunity to make that 
call ... and many more. Here, YOU can be the 
quarterback of your favorite pro team. To create 
Paydirt, Sl scouted every pro team. Actual play-by- 
play records of each squad over a full pro-season 
was computer-analyzed to determine each team’s 
strengths and weaknesses, then converted into 
Play/Action charts. These charts give you the chance 
to recreate the action of your favorite team, but it’s up 
to YOU to get the most out of your team. Truly, we 
have agame here that lets you see if you have what it 
take to make it in the pros... 


CHALLENGE FOOTBALL: gives all you armchair 
quarterbacks the chance to call your own plays. 
Think you can do as well as the pros? Well, here's 
another chance to prove it in this action-packed game 
that even has you diagraming each play called. It's 
really quite simple and easy—even for the new 
football fan. In a typical play from scrimmage, the 
defense would choose one of four basic Defense 
Cards (4-3, Blitz, Goal Line, or Short Yardage & Pass 
Prevent). Offense player draws the path of his 
running play or pass with special pencil. The defense 
card is revealed and where a defensive player is in 
line with the play path is where the ball is downed. 
Thus we see the many strategic possibilities in a 
game that covers every facet of football in this unique 
game where the visual impact of the plays lend 
excitement not found in other football games of skill 


CHALLENGE GOLF: features the famous Pebble 
Beach Golf Course—site of the annual Bing Crosby 
Pro-Am, and now ... the Challenge Golf classic. 
You'll play this great course with the scoring ability 
of a pro. Choose the proper club, account for such 
variables as wind, distance, direction. And, witha bit 
of luck, you might even beat par. To help you shoot 
par, youll have the special playing ability of a 
Challenge Golf pro. There’s “Old Smoothy” who plays 
a Steady reliable game. “Boomer” is extra long with 
the woods, while “Ironsides” is a whiz with the long 
irons. And, unbeatable with the putter, is the “Blade.” 
Par 72 course plays 6,185 yards—not the longest, but 
watch out—the back nine ranks among the toughest 
in the country; a great challenge for fans of all ages, 
One to four players... 


COLLEGE FOOTBALL: the game that lets you 
Share in all the excitement, tradition, and intense 
rivalry of college football as you coach and 
quarterback the top teams of past years. Game plays 
like Paydirt, its pro-game counterpart, but gives you 
the opportunity to see which of the great teams from 
out of the past were really the greatest. We set up the 
Situation for you but it’s up to YOU to get the most out 
of it. You get computer-analyzed super-realistic 
Play/Action charts for these top teams: 


Michigan State 66 Princeton '65 


Air Force ‘70 Minnesota ‘60 Purdue '66 
Alabama Mississippi ‘61 Stanford ‘70 
Arkansas ‘69 Missouri ‘69 Syracuse ‘66 
Army ‘66 Navy ‘63 Tennessee '70 
Dartmouth '70 Nebraska ‘70 Texas ‘69 
Florida ‘69 Northwestern 70 UCLA ‘65 
Georgia ‘68 Notre Dame ‘66 USC '67 


Georgia Tech ‘66 Ohio State ‘68 
LSU '69 Oklahoma ‘67 
Michigan ‘69 


Washington ‘60 
Wisconsin ‘62 
Penn State ‘69 Yale ‘68 


And each team chart gives you results for both 
offense and defense, color-coded for easy reference. 
S| makes it easy for you to do everything except win 
the national collegiate championship; you've got to 
do that yourself in this authentic game... 


BASEBALL STRATEGY: companion game to 
award-winning Football Strategy, it is the most 
imitated game on the market. Game contains no dice, 
spinners, or chance elements whatever. YOUR 
decisions alone determine the outcome of every 
game. No cumbersome statistics and charts to 
memorize, each ballplayer on a two-team roster of 25 
players has individual capabilities which YOU must 
maximize with skillful offensive, defensive, and 
pitching calls. It’s all up to you, manager. Actually, 
you play the parts of manager, hitter, catcher, even 
front office general manager in the most realistic all- 
skill baseball game ever invented. You even get the 
“Handbook of Official Rules,’ a digest of rules 
covering professional, amateur, and scholastic—a 
one-of-a-kind that’s well worth the price of the game 
itself... you learn there's more strategy to baseball 
than meets the eye—you might even learn how to hit 
SOU ss 


SUPERSTAR BASEBALL: the exciting new game of 
strategy and tactics that lets you manage 96 of the 
greatest ballplayers of all time! 

Just think of it! You call all the shots for stars like 
Mays and Mathewson, Clemente and Cobb, Aaron, 
Ruth, Koufax, Tris Speaker, Tom Seaver, Honus 
Wagner and more. We've “scouted” the 96 stars by 
computer—analyzing official game-by-game records 
of their careers. And we've converted all this 
information into easy-to-use Player Performance 
Cards that let you make all the moves—in the “front 
office’ and right down on the field. 

You put your team together, set your lineup and 
batting order, call for the bunt, pinch-hit or steal. You 
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How To Order 


1) Circle games and/or parts desired—or 
list on separate sheet. 


2) Send check or money order for total. 
Include postage from chart on Parts List. 


CREDIT CARDS: We will bill to your 

Visa, Master Charge, 0 American 

Express. Be sure to include Account Number and 
Expiration Date with your name and address. 


Current Parts Lists are always sent you along with the merchandise you 
order. That way, you will be up-to-date with costs. If you happen to be 
quoting from an outdated Parts List, go ahead and order anyway. Our Parts 
department will fill your order up to that amount covered by your pay- 
ment with no delay. When you receive your order, look for a note of ex- 


planation along with a current Parts List. 
(PRICES SUBJECT TO CHANGE WITHOUT NOTIFICATION) 


BIS ih oot Ss ces 10.00 
SRINMROEIOH is cnc ss og te cea 2.00 
SOE OT FG: vst h es ead sees 3.00 
Money, set of 4 packs....... 2.00 
Stock Cert., set of 7 packs... 3.25 
Info. Cards, set of 6......... 1.00 
ROTOR; 5:0 vaccd ates ences 1.00 
AFRIKA KORPS”........ 10.00 
Complete Box .............. 2.00 
SS ee a nA ae 5.00 
SGN: Stowe boc deh vous 1.00 
Rules/Manual Set .......... 2.00 
WM ysis aa’: inv) veeeedtee ts 1.00 
Situation Card.............. 1.00 
OY ocdsebaa Wk 5 tate cow eeke we 1.00 
ALEXANDER ............ 10.00 
COMME DOK . ics. ss acca 2.00 
BOG ice tec kks Hs atebeces 5.00 
Manual with Rules.......... 2.00 
RICA CR 6 Ua Ovenea aha ke 1.00 
COMMUNI ac hee cox ak ces 1.00 
PGRIEE OE SRS io a Bei 10.00 
ONIRED TOOK ii, 5.0 esc caee dh 2.00 
BOGE idk hie cre clxcn eases 5.00 
Manual with Rules.......... 2.00 
Counters: Gr. Allied ...... EA. 1.00 
Playing Aids Card Set (6).... 1.50 
ARAB-ISRAELI WARS .. 12.00 
Complete Box .............. 2.00 
Mapboard: A,B,C,D....... EA. 2.00 
Manual with Rules.......... 2.00 
Counters: Arab, Israeli... EA. 1.00 
CRT Charts Folder'.......... 1.00 
ASSAULT ON 
CRETE/MALTA ......... 12.00 
Complete Box............... 2.00 
Mapboard: Maleme ......... 2.00 
Georgeopolis..... 2.00 
Panormon....... 2.00 


ee aS ae 2.00 


Manual with Rules.......... 2.00 
Counters: Allied & Axis... EA. 1.00 
Player Aid Charts........... 1.50 
OE ee eee ee 3.00 
OO BY Perr eet 1.00 
BASEBALL STRATEGY. 10.00 
Complete Box ...........0.. 2.00 
Boa: 5 isis eee aa 4.00 
Rules/Manual Set .......... 2.00 
Red/Blue Roster (50 Cards).. 2.00 
7 Fee Pater COIs... 38iisa et 1.00 
BOOTGONG ocd sss ss Pobauees 1.00 
er OT 6 PAWNS ii dedicde rad 1.00 
Xtra Roster Cards (Blanks) see MISC. 
BASKETBALL STR...... 10.00 
COMMING ION cei ae 2.00 
ee os he Dick ov oia0's ae eee 4.00 
FRO acts ko o's > sas deaneed 2.00 
Player Counters ............ 1.00 
Set of 2 Pawns, 2 Dies & 

P BOO GNIS 6s isev seco 1.00 
LEE A a See, eee 1.00 
Set of 9 Defense Crds ....... 1.00 
BIGMARCK | ..isiscecece 12.00 
OM PIOtS BOX oniccd ap ced an 2.00 
DOOM DOMIU f55:.dss%%s0> 5 2.00 
Ore UN ss fos 55 acs ees 4.00 
ST eas aera 2.00 
Shi COUNOTS sa ile nn ccs 1.50 
Range Finder/MovementGuide 1.00 
Playing Aids Card Set ...... 2.00 
lpg 4 4: |) 3 Ce 10.00 
CONNIIS. BON 5s. ace vied 2.00 
| Ee nana oe 6.00 
Red Troop Counters......... 1.00 
Blue Troop Counters ........ 1.00 
Manual with Rules.......... 2.00 
Attrition Table Card......... 1.00 
OFA BCR DOL esa in tes 1.00 


Time Record Card .......... 1.00 


BOWL BOUND (Col. Ftbl) 12.00 


COMMIS OO ios os arent 2.00 
gl: ca ee 4.00 
IGG PONUOE ids osc as esau 1.00 
Team Charts Set ........... 7.00 
Team Charts Set Il (see MISC) 

10 Yd. Marker/Ftbl Set ..... 1.00 
Number Dice Set ........... 1.00 
EE iiss 5 69 Sag aitod 10.00 
Complete Box’... <6. c.00%.. 2.00 
| AES iter: Bee Zs 5.00 
SANG 5 6 is pk b-0 «TRON 1.00 
Rules/Manual Set .......... 2.00 
CAL ane OU. f4s x aavsh eae 1.00 
| AR REPOS Sie wate aes 1.00 
Battle Results Card ......... 1.00 
BUSINESS STRATEGY . 10.00 
COmpiete BOK sie. cesks 2.00 
GORE) Scan nk soe eaeae 4.00 
PtIeS NE OE oth ce keer 2.00 
DUNIOOOU uires a ck oes 1.00 
Set of Climate Cards (18).... 1.50 
Package of Play Money ..... 1.00 
Bet Or. Fe PAWNS soso bceees 1.00 
CAESAR ALESIA........ 12.00 
Complete Box .............. 2.00 
MADOURIG - 5. Biiiveen ees 6.00 
Riles Manual «0. 66.5. 88 2.00 
Roman Troop Counters...... 1.00 
Gallic Troop Counters ....... 1.00 
GME as vesss tinea esa ett 1.00 
Offboard Movement Chart... 1.00 
CAESAR’S LEGIONS ... 10.00 
Complete Box ..........0.005 2.00 
TT Dae Sree 5.00 
Manual with Rules.......... 2.00 
Con. Movement&AmbushCard 1.00 
Roman Troop Counters...... 1.00 
German Troop Counters ..... 1.00 


Set of Tactical Maneuver Cards 1.00 


CHALLENGE BRIDGE... 17.00 
126 Page Rules/Manual 

pS Segiprin naan 7.50 
Deal Indicator Card ......... 1.50 
IBM Deal Cards Vol. 1....... 5.00 
Deck of Playing Cards 

Co RR 4.00 
Card Selector 2... 5.6.8. 065 4.00 


CHALLENGE BRIDGE II 10.00 
(kit for additional 100 Hands) 


CHALLENGE FOOTBALL 10.00 


aera ii bcc ie vi 3.00 
SEP RR eee PO ae ae 1.00 
Set of 3 Vinyl Pockets....... 2.00 
Set of 6 Play/Cover Cards... 3.00 
Yard Marker & Ruler........ 1.50 
Set of 3 Shift Cards......... 1.00 
Special Crayon............. 1.00 
FROOINIEE a). voesta ckeiSous 3.00 
CHALLENGE GOLF ... 12.00 
Complete Box. -......scsses. 2.00 


Boards/specify A,B, or C. EA. 3.00 


OR a 1.00 
Ploy Chart... 2.45 oes 2.00 
DOU CAG. 3 a4 csckon ease 2.00 
“T" Distance Finder ......... 2.50 
Special Crayon............. 1.00 
CHANCELLORSVILLE .. 10.00 
Complete Box .............. 2.00 
BOGE <a tsixees esc oes ele 5.00 
Manual with Rules.......... 2.00 
TRGT UA ay satis oesac sts 1.00 
CRT TEC GitG isco? ck ay 1.00 
ane os Xena 1.00 
UME S ston cata haat ante 24.00 
MOOR Stak fos =; coca ruke ti 7.00 
FOG 55's ob sad, cade 1.00 


Complete set of Chessmen 
(specify both colors and type) 18.00 


THE COLLECTOR ...... 10.00 
Complete Box .............. 2.00 
Gameboard:: =. ¢.. 75.0.3 4.00 
See Se 1.00 
Master Collector Pad........ 1.00 
Package of Play Money ..... 1.00 
Deck of Rare Item Cards..... 2.00 
Set of Special Value Cards .. 1.00 
Red & Blue Dice Set......... 1.00 
GO Tb. es 65 cvaeas Hk 10.00 
POS Ns cox tt eurie tac 1.00 
Set of 22 Playing Pieces..... 4.00 
Set of 64 Glass Nuggets ..... 7.00 
CROSS OF IRON ....... 12.00 
Raises BOK: oe ac tsks us 2.00 
Playing Board #5 ........... 2.00 
Infantry A Counters ........ 1.00 
Infantry B Counters ........ 1.00 
Artillery Counters .......... 1.50 
German Vehicle Counters ... 1.50 
Russian Vehicle Counters ... 1.50 
Rules Manual .............. 2.00 
Scenario Cards/CRT Set 2.00 
a ko re divescia ve 10.00 
Complete Box .............. 2.00 
MOM recs Fens ck aes 5.00 
Troop Counters............. 1.00 
Manual w/Rules (REV.77).... 2.00 
Time record Card........... 1.00 


og ks 24 Sere 12.00 
Complete Box .............. 2.00 
|) Be ORS Se Ee pee 5.00 
Manual with Rules.......... 2.00 
Basic Rules Sheet .......... 1.00 
Play-By-Mail Sheet ......... 1.00 
Set of 9 Wooden Pieces (specify 

color & shape) ........... 1.00 
Conference Map Set ........ 1.00 


Gamers Guide (see MISC) ... 


EXECUTIVE DECISION. 10.00 


Price Level Gameboard...... 3.00 
FEMS. wos ack oi bcas cs eek bs 1.00 
Tally Pad .......... Cook are 2.00 
Complete set of Money 

a | ay ae 3.00 
Raw Material Certificates 

Ce CRS) vase cove ceawes 2.00 
Special Crayon............. 1.00 
FACTS IN FIVE ......... 10.00 
Complete Box .............. 2.00 
ER y Rir os ica el Nae 1.00 
Master Score Card Pad...... 1.50 
Pipyeard PAG vic. sos etves 3.00 
Alphabet set of Tiles........ 2.00 
GK Wt GONG f5 so an ca nec 2.00 
, SER eS he Saag ee 1.00 
PS is ghana sss bain 10.00 
Divider Screen ............. 2.00 
GOMRGAS rae che eds vanes 5.00 
Lo Se wet  Saieterer ee 1.00 
Set of 4 Board Holders ...... 1.00 


Set of Playing Pieces— 

Spacty COWS i. nix EA. 2.00 
Dk. Blue, Med. Blue, Lt. Blue 

Dk. Brwn. Med. Brwn. Lt. Brwn 


FOIL (Gamette)............ 5.00 
FUME oer sass rdas 5 ices 1.00 
Scoring & Info. Table ....... 1.00 
Set of Cards A-Z (2 Decks)... 4.00 
FONE VERSE aera ac 1.00 
FOOTBALL STRATEGY 10.00 
Complete Box .............. 2.00 
GUN Gea seks; coke ses bak 4.00 
Rules/Manual Set .......... 2.00 
Set of 10 Defense Cards ..... 1.00 
Ball Control/Aerial Game Cht. 1.00 
ae a ey eee eo a 1.00 
10 Yd. Marker/Ftbl. Set ..... 1.00 
ORME Re vite ska ee as 10.00 
Complete Box .............. 2.00 
RINE: Sedels Gade Vegas us 4.00 
(AMINE oleic tek cks «weinae 1.00 
Rules/Manual Set .......... 2.00 
Set of 9 0B Cards........... 2.00 
Dyle Plan Folder............ 1.00 
GUNG hi chads Ce@civcees 1.00 
GETTYSBURG (New 77). 10.00 
Complete Box .............. 2.00 
SEE 5 =< esc ub Fieve ke 4.00 
Manual with Rules.......... 2.00 
Unit Counter Set............ 1.50 
Formation Marker Set....... 1.50 
CRT/OB Card Set ........... 2.00 
GO Ase tees ks 17.00 
CNG 75 ac. ic idies 5.00 
ae ees 1.00 
Set of 2 Channels........... 1.00 
Set of White Pieces ......... 6.00 
Set of Black Pieces ......... 6.00 


GO FOR THE GREEN .. 10.00 


Ball Flight Indicator......... 2.00 
SCO Pl oles. cae ath <i 2.00 
Number Dice Set............ 1.00 
POO 5 ods oes eas sncdass 1.00 
HECTIX (Discontinued) 

Solution to Puzzler ......... 1.00 
IMAGE... ciao teens 10.00 
Vinyl Gameboard ........... 4.00 
WE eo. tat eae Gindass 1.00 
Se ne mE 3.00 


Set of Playing Cards (2 Decks) 4. 


BR ee ra eee 10.00 
Complete Box .............. 2.00 
Manual with Rules.......... 2.00 
Set of Task Force Crds: TRC/ 
Gunnery Tables (4)........ 1.50 


Counters: British. Ger..... EA. 1.00 
Range Finder/Area Markers . 1.00 
Maneuver Gauge ........... 1.00 
Hit Record Pad. Brit., Ger. EA. 1.00 


KINGMAKER ............ 10.00 
Complete Box .............. 2.00 
BOUIN es xi fs as oc pean 4.00 
Manual with Rules.......... 2.00 
COUNINN a7. co so omad ioe te 1.00 
Crown Cards Deck.......... 2.00 
Event Cards Deck........... 2.00 


Variant Event Cards (See Misc.) 


RRIEGSPIEL* |... .. 6 cic 10.00 
Complete Box .............. 2.00 
Board, Black & Red...... EA. 2.00 
beer 1.00 
Rules/Manual Set .......... 2.00 
Set of 4 Defense Cards...... 1.00 - 
Battle Table Card........... 1.00 
LUFTWAFFE* ........... 10.00 
Complete Box .............. 2.00 
DONG ove cs cadews ex eins 4.00 


Counters. Ger. & Amer.... EA. 1. 


Rules/Manual Set .......... 2.00 
Order of Battle Card (2) ..... 1.00 
Aerial Combat Results Sheet. 1.00 
WMO PON iis 3 7a o. 6a ack 1.00 
MAGIC REALAM ......... 15.00 
Complete Box ............. 2.00 
Elf Magic Board ........... 2.00 
Fabulous Magic Board ...... 2.00 
Myriad Magic Board ....... 2.00 
Witch Magic Board ......... 2.00 
Rules Manual .............. 2.00 
Major Counters ............ 1.00 
Minor Counters ............ 1.00 
Magic Cards Set ........... 2.00 
Treasure Pad .............. 1.00 
Treasure Set-Up Card ...... 1.00 
Character Cards Deck ...... 2.00 
RENNOLY ia e's caecum 10.00 
Complete Box .............. 2.00 


Board: Search & Battle... EA. 2. 
Counters: Ship & Battle .. EA. 1.00 


Manual with Rules.......... 2.00 
PP RAS ee 1.00 
Search Board Screen........ 1.00 


Ll Cage tae he ear ad aee ee 1.00 
TOP DOM Oa cst i eres 3.00 
5 Deck set of Ballot/Candi- 

Gate CalGh 34512 cea 7.50 


PONCH 5. <k.cay aoe 
Campaign Headquarte 
Cards. ca inal 


NAPOLEON 
Complete Box ....... 
Mapboard: Brussells 


Wooden Counters Set 
Allied & Fr. Battle Car 


OH-WAH-REE .... 
Complete Box ....... 
Bag of Polished Stone 
Bag of Marbles...... 
BilGS ,:..4004aee 


BOAIG: 55 nacanics eet 


Rules/Manual Set | 


Nat. Obj. Card....... 
Historical Objective C, 


OUTDOOR SURV| 
Complete Box ....... 
Gene 2S) Sees 


Rules/Manual Set ... 
Set of 5 Scenario Cari 
Set of 4 Life Level Ind 
Quickie Rules Sheet. . 
Mapboard Movement; 

Chart Sheet....... 


PANZERBLITZ* .. 
Complete Box....... 
Mapboard: 1,2,3....: 
Counters: Ger. & Rus. 
Rules/Manual Set ... 
Situation Cards...... 
Combat Chart Sheet . 
Wargamer's Guide (Sé 


PANZERLEADER . 
Complete Box ....... 
Board: A,B.C,D...... 
Manual with Rules... 
Counters: Ger. Allied 


Scenario/CRT/TEC 7 
PAYDIAG <csc.005, 

Rules/Special Rules 

Playing Field...... ; 

Scoreboard ........ f 
1971 Team Charts Set 
1976 Team Charts Set ( 
Football/10-Yard Mar 
Number Dice Set..... 
Crayon 35:0. sane b 
Pawns Set......... } 
PERPLEXUS...... 
Parts not available ~ 
PLOT... i; +. 
Boatd ~..:;; scope 


Set of Playing Pieces/ 
color (yellow, greed 
coral) ..c.aueekeee | 

Set of 2 Channels... /, 


POINT OF LAW . 
Score Board ....... 
266 Page Casebook . 
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KUSSIalievemus vu...... 

Rules Manual .............. 2.00 Unit Counter Set........ 

Scenario Cards/CRT Set .... 2.00 Formation Marker Set... ("}ISUBJ} Ul YSO] YSBD 404 ajqisuodsal jot 
i oa er ee ees, Aauow 410 yoay9—]UsWAd apnjoul aseejq “Sau 
Complete BOX.. 25.62/05.) QO GO. ivsseevloves ea sjaqe7 Huiddiys ay} uo ssaippe pue aWeU INOA | 
Mapboard ..............6:. 5.00 Gameboard.............. 0} anp Aejap Buiddiys pore 0} uonippe 4noA 
Troop Counters............. ee ee ees eee 

Manual w/Rules (REV.77).... 2.00 Set of2Channels.......... 

Time record Card........... 1.00 Set of White Pieces ........ ti 


TANVd 3 


Seas; 1,00: < Decision-Answer Pad... icc... 100: ~ Rules Mandal i555 sein COO RRs i ie iicweecsas, 400 


s Special Crayon. iacies casice. 1.00 Alien Troop Counters ....... | each Ca ee ae ee 1.00 
ses 2.00 Plastic Book Marker ........ 1.00 Terran Troop Counters...... 1.00 Manual with Rules.......... 2.00 
Map/Roster Pad............ 1.00 Weather/Time Record Crd... 1.00 
tevees Le UCHIMOFENG WAR 08 te a Gs. Saien AO 
beens 2.00 Complete Box.............. 2.00 
POMS s; Fou, ae ad Sasa court ss 400 STATIS-PRO MAJOR ce te, Pee ree 12.00 
- EA 2.00 Rules/Manual Set .......... 2.00 LEAGUE BASEBALL ... 15.00 Complete Box.............. 2.00 
sevens 1.00 Set of 4ScenarioCrds...... 2.00 Complete Box ............. 2.00 Board: US./AtlanticO ...... 2.00 
lessees 6.00 Counters................... 1.00 Playing Board ............. 2.00 Germany/Black Sea.. 3.00 
ER: i an PRE aS MO = Gale ero Ata tts gs 1.00 Caspian Sea......... 2.00 
Target Damage Table Sheet.. 1.00 Player Cards (current) ...... 10.00 Manual with Rules (Rev. 76). 2.00 
beeen 10.00 Maneuver Cards Set (see Misc.) Fast Action Deck ........... 5.00 Situation Cards Set (5)...... 2.00 
leneese 2.00 Scorepad ................. 3.00 Counters: British ........... 1.00 
Beeeees 7.50 RAIL BARON............ 10.00 Baserunners ............00- 1.00 US/Russian...... 1.00 
tetera 2.50 Complete Box.............. 2.00 Updated Player Crds (See Misc.) German/Italian.... 1.00 
Heeeeee 1.00 Mapboard ................. 4.50 PlayerCard Envelopes (See Misc.) 
Riles FOG Aiea 1.00 Player Stat Sheets Pad (See Misc.) WENNER ° ciews seas ste dwae’ 12.00 
ahs 10.00 Payolt Cha coisas 5. 0s 1.00 Computation Sheets Pad (See Misc.) Complete Box .............. 2.00 
beeen 2.00 Title/Train Cards Set........ 2.00 - Blank Player Cards Set (See Misc.) Board (AD,BE,CF)........ EA. 2.00 
preeees 4.00 Set of 6Pawns/12 Chips .... 1.00 Manual with Rules (Rev.75).. 2.00 
3,RUS Package of Play Money eden & 1.00 STATIS PRO Roster Pad Cétsoveuevertevevue 1.00 
.. EA. 1.00 NBA BASKETBALL .... 15.00  GermanHit Probability Chart 1.00 
Gets. fo 2.00 RUSSIAN CAMPAIGN*. 10.00 Complete Box ............. 200 — British Hit Probability Chart 
ey 1.00 Complete Box.............. 2.00 Playing Board ............. 4.00 UI TO dost in dee, 7 ee 
es IE SG SRS cake 5.00 Rules Folder ............... 1.00 Casualty Tables Card ....... 1.00 
Manual with Rules.......... 2.00 Player Cards Set ........... 7.00 German Counters........... 1.00 
WAL... 1200 « Ghontare =" 5, SS 1.00 Fast Action Cards Deck ..... 9.00 British Counters............ 1.00 
pe eeees 2.00 German 0/BChart.......... 1.00 Scorepad ................. 2.00 
Petree. 5.00 Russian 0/B Chart.......... 1.00 WOTMEY on cis oe. 
Pe EP 1.00 STATIS-PRO Parts not available 
beens 2.00 SHAKESPEARE ......... 1200 PENNANT RACE........ 15.00 
IS... 2.00 Complete Box .............. 2.00 Player Cards Sets bi a -  r 4.50 
en 3500. Ret cn ee 4.00 w/Play Action Booklet, Parts not available 
rept 1.00 Rules Folder ............... 1.00 rules, Profiles ............ 10.00 
Synopsis Guide............. 3.00 Play Action Booklet......... 2.00 TRIPPPLES (Deluxe)..... 10.00 
ree 1.00 Set of 112 Quotation Crds ... 2.00 Fast Action Cards Set....... 5.00 Parts not available 
Set of 12 Pawns ........... 2.00 
ee ee 12.00 STOCKS & BONDS..... 10.00 TUF & TUFABET..... EA. 12.00 
Teer 2.00 SLEUTH................. 500 Complete Box ............. 200 Specify Which Game 
Be MOG 65. Fs un cava wna de 1.00 Stock Board .............., 3.00 Complete Box.............. 2.00 
Oe. PRR et ee 1.00 Rules..................eeee 1.00 Complete Set of Cubes ...... 6.00 
bytes 2.00 Gem Deck of Cards ......... 2.00 Transaction Pad............ 1.50 Instruction Manual.......... 2.00 
peaeves 2.00 Search Deck of Cards....... 2.00 Market Price Card ........... 1.00 Timer: 1,2,3 Minute ...... EA. 1.00 
Peeeees 1.00 10 Pack set of Stock 
e Misc.) SPEED CIRCUIT........ 10.00 — Certificates ............., ie ee 6. 3 OU eee 10.00 
Complete Box .............. 2.00 Set of Situation Cards....... 1.50 Complete Box .............. 2.00 
tee 12.00 Playing Board.............. 6.00 Special Crayon............. 1.00 Gameboard ................ 5.00 
oe 2.00 Rules Folder ............... 1.00 Price Calculator (See Misc.) PS oe ee ae 
--EA. 2.00 Metal Cars Set (6) .......... 3.00 Links: Black & Red Sets.. EA. 1.50 
ccceeee 2.00 Perroriiance Pal orcs oe STOCK MARKET ....... 10.00 Pegs: Black & Red Sets... EA. 1.50 
.... EA. 1.00 Complete Box .............. 2.00 
d.set.. 200 SQUAD LEADER........ 5 ea) Se epereye peers: 7y ee GS Bo a ae 6.00 
Complete Box .............. 200 2Rules/Manual Set......... 2 ROE 35 a te be 5.00 
ee chase 10.00 Mapboard: 1,2,3,4........ EA. 2.00. Setof15TrendCards....... 1.00 Rules...................... 1.00 
et..... 1.00 Manual with Rules.......... 2.00 Set of Stock Certificates..... A eee, See ee 1.00 
Mei book 3.00 Allied Counters............. 1.00 Set of Play Money.......... 1.00 
Bact. 2.00 German Counters........... 1.00 Bag of 30Discs&5Pawns.. 1.00 VENTURE ............... 5.00 
Bean . 7.00 Vehicle & Fort Counters..... 1.50 One Minute Timer........... 1.00  Rules.................-.0-. 1.00 
See Misc.) Scenario Card Set .......... 2.00 Money Cards............... 2.00 
ker ose 1.00 Expansion Kit (see Cross of Iron) SUBMARINE noe ee ee 12.00 Corporation Cards Re SA ee 2.00 
Pera ck 1.00 Complete Box .............. 2.00 
re 1.00 STAC-TAC-TOE ........ 4.00 Mapboard: I-ll, III-IV, V-VI. EA. 2.00 VICTORY IN PACIFIC .. 10.00 
tienen 1.00 Ball—specify color ......... 1.00 Manual with Rules.......... 2.00 Complete Box .............. 2.00 
Peg—specify color.......... 1.00 Playing Aids Card Set....... BN --- MOBDORIG 55555 aks cwtes ars 5.00 
cee - 9.00 Oe EN Olan Catteries 1.00 Ship Counters.............. 10 Rules Folder 2 kc 2.00 
Si Se eee 1.00 Ship Counters.............. 1.50 
STALINGRAD’ ........... 10.00 Japanese 0/B Card......... 1.00 
teeeees 10.00 Complete Box.............. 2.00 SUPERSTAR BASEBALL 10.00 American 0/BCard......... 1.00 
oe ee DAR eh eicaka sua obs 5.00 Complete Box ............. 2.00 
‘specify Pibiebe oe "| 400 “Playing Boart..2....5005... 400 WARATSEA............ 6.00 
1, blue, Rules/Manual Set (Rev. 74).. 2.00 Rules Folder ............... 1.00 Complete Box .............. 2.00 
Renee 2) TAC cs csaiccecisantecces 1.00 Player Cards Set ........... 1: Maga Sais cicis 2.00 
| oe 1.00 RY a ee ES  ” . a senearran 2.00 Re ee Rea ae Pare rs 1.00 
= SO A ae 1.00 Number Dice Set............ TOO: . Comers oS 1.00 
PE OME wy vis cides ovessees 1.00 
Dacéaye 10.00 STARSHIP TROOPERS. 10.00 WATERLOO’ .......:..5. .10.0 
BA. 3.00 Complete Box .............. 200 TACTICS It.............. 600 Complete Box.............. 200 


Raitt, ee INI 31555 cud Ritts 5 ae = OS ON Sik occa dscaes (200° Bom = st: SS 


- —— 


COUDINER Ss oid Ciao eens 1.00 WOODEN SHIPS........ 
Manual with Rules (Rev.75).. 2.00 Complete Box.............. 
Rn tree ace atss Wak To were Bone ee ees 
Situation/OA Card.......... 1.00 gS Re TENE OR 
CEE wy 2c buen eure en 1.00 Manual with Rules.......... 
SD COMES oie vs FEA 
WIN,PLACE & SHOW... 10.00 LogPad................... 
Complete Box .............. 2.00 Advanced Game CRT........ 
Playing Board.............. 4.50 
PUSS GIUOR 5) iS dak wrcsaces 1.00 WORD POWER.......... 
oe eee EA. 1.00 Complete Box .............. 
Betting Pad Set......... B08 1200 BORG iss ook din bak a 
Plague Racehorse Set(6). . .c - 3.00. -. ‘Rules. 6.5 «0.6 vcss cadaneeads 


Package of Play Money ... 


.. 1.00 Vocabulary Builder Guide.... 


Set of Key Word Cards 336... 3.00 


set of 6 Pawns. ...5....... 1.00 
Set of Play Money.......... 1.00 
TEEG Sindee eh ieee 10.00 
OINDIOUN- ON visas sk nce woe 2.00 
Manual with Rules (Rev.75).. 2.00 
Board: South, North...... EA. 3.00 


Counters: Amer., British.. EA. 1.00 
Set of Scenario/CRT Crds ... 2.00 
Terrain Effects Sheet........ 1.00 


SOME PARTS STILL AVAILABLE FOR DISCONTINUED GAMES NOT SHOWN—WRITE FOR PRICES 
MISCELLANEOUS MERCHANDISE, PARTS & EQUIPMENT 


BASEBALL STRATEGY 
Two 25-Player Team Sets 
with spaces provided for 
conversion to batting, 
pitching, fielding statistics 
of major league players 


OF VOUT CHOIRS isc Send ss 2.00 
BINDERS for The General . 
(holds 12 issues) ......... 5.00 


BLANK COUNTERS 
White, die-cut blanks approx. 
190+ per sheet. Specify 
‘2" (D-Day size), or 
%" (Panzerblitz size) 
i cohen beta Welle <a. EA. 1.00 
6 for 3.50 
12 for 6.50 


BLANK RIGID MAPBOARDS 

Finished folding boards minus 

the printed mapsheet itself. 

Specify: 14” x 22” (D-Day size), 

or 8 x 22" (Panzerblitz 

S26) 5. Sins fac ohare eek EA. 1.50 
6 for 7.00 
12 for 12.00 


BOWL BOUND additional 
set of 20 new college 
| a. ae 7.00 


DICE (set of 6)............ 1.00 


DIPLOMACY Gamers 
TTT (Se SG RAI Bei ye 3.00 


HEX PADS 
Approx. 30 sheets per pad, each 


PANZERBLITZ 
gamers Guide 


War- STOCKS & BONDS Market 
4 ee 3.00 Price Card replaces original 


8 x 10 printed both sides, 216 
hexes one side, 1,584 hexes on 
FAVGIEG GIUOls 5c dc oesc ss 1.00 


HEX SHEETS 

White, unmounted cardboard 

shipped in mailing tube to pre- 

vent creasing. Specify: 22” x 28" 

(D-Day size), or 22” x 24” 

(Panzerblitz size) ...... EA. 1.00 
4for 3.00 
12 for 7.00 


KINGMAKER Variant Event 
Cards w/rules, (not included in 


OE 5 dink eine cnn eee 2.00 

MAGAZINES 
The General..... 1-yr. sub. 7.50 
2-yr sub. 12.00 


Back issue 1.50 


ALL-STAR REPLAY 
(Sports Games) 

1-yr sub. 5.00 

2-yr sub. 9.00 

Back Issue 1.50 


MAGNETIC Strips for Counters 


PAYDIRT updated 
Team Charts set of most 
current professional year 
OVORGING: i ic canva Footer ss 7.00 


*PLAY-BY-MAIL 
Play by Mail Kits are available 
for all game titles asterisked 
above. They are: Afrika Korps, 
Anzio, Bulge, Blitzkrieg, D-Day, 
Kriegspiel, Luftwaffe, Panzer- 
blitz, Russian Campaign, Stalin- 
grad, Waterloo. 
2-Player Kit (2 sets rules & 4 battle 
Pads) specify game....... 6.00 
1-Player Kit (1 set rules & 2 battle 
Pads) specify game....... . 
Rules, only (specify game)... 1.00 


NOTE: Kits are of no value unless 
players also own the game. 


RICHTHOFEN’S WAR Maneuver 
Cards set w/rules (not included 
UO ee ae 


STATIS PRO BASEBALL 
Complete Set Player 


Ten ft. lengths............ 7.50 Cards of every major leaguer 
tea o nc htddess 1.00 for most recent season 
SVGEET os oi Pues ayes ets 10.00 
MAPSHEETS unmounted-specify 100 Player Card Envelopes 
SESE, Pee, rere 6.00 for storage by teams ..... 2.50 
Player Stat sheets Pad ... 3.00 


MAPBOARD CLIPS (Setof 4) 
Holds isomorphic mapboards 
MENON ooh ch ura tiinns. 1.00 


Computation Sheets Pad .. 3.00 
Set of Blank Player Cards 
for conversion of statistics 3.00 


The Avalon Hill Game Company 
4517 Harford Road 
Baltimore, Maryland 21214 


PRICES SUBJECT TO CHANGE WITHOUT NOTIFICATION 


Calculator which is still 
available separately ...... 2.4 


STORAGE TRAYS (Set 
Peery at ee 3.25, 
Holds counters separate in 48 
different receptacles—includes 
plastic lids. 


T-SHIRT 
Day-glo orange & black scene of 
Panzerblitz tanks on front, AH 
logo on back. Specify: Small, 
Medium, Large, X-large ..... 5.00 


HOW TO COMPUTE SHIPPING _ 
a) If you tive in USA. add hae: 
maximum of $2 per order. For example: if 
order totals $6.25, you must add on $.63, 
: hal order would — an ate 
“a 


bi tt siete double 
e USA amounts. Payment must be made 


~~ US funds drawn on a US bank 


¢} If you. ‘five overseas, 4riple the us 
amounts. Payment must be — in US 
funds drawn on a US bank. 


4) For APO and FPO, add 10% ce 
bese © for SAM (Space ogee ~ 
f add 10% plus $1.00 and 


ios 0 for PAL "Parcel Air Lift). 


e) THE GENERAL: USA subs are postage 

FREE. Canada and Mexico add $3.00, 
Overseas add $6.00. Consult (a,b.c 8) for 
Back-issue postage. 


$182 


can wave arunner on to try for an extra base, or send 
your starter to the showers and signal the bullpen for 
your ace reliever. You can even trade players, bring 
up replacements, build your own powerhouse club. 
Match the all-time NL greats against the AL and see 
which league really is best. Or pit the old-timers 
against the modern stars. Just imagine the dream 
teams you can field—the great man-to-man battles 
you can set up: Ruth vs. Koufax, Mays vs. Walter “Big 
Train’ Johnson, Aaron vs. Cy Young. Or flash Ty Cobb 
the steal sign—and challenge the rifle arm of Johnny 
Bench! 

Not everyone can get a job as pro manager, so do 
the next best thing. Manage those same great players 
in Superstar Baseball for only the price of abatanda 
ball... 


BASKETBALL STRATEGY: The award winning 
matrix concept is used once again as _ player 
interaction controls the movement of the ball and, 
together with strategy and lineup decisions, form the 
basis for another all-skill game. Two different 
colored dice are used to determine shot success; 
providing virtually hundreds of possible outcomes. 
Each coach selects a lineup from his team of 12 
individually rated players choosing his squad with an 
eye toward their rebounding, shooting, ball handling, 
and defensive abilities. The Advanced Game includes 
provisions for drafting college stars, forming 
leagues, plus 100 individually rated players. The 
most realistic basketball game of skill on the market 
today... 


TRACK MEET: is like ten games in one! It challenges 
you to pit seven of the world’s greatest athletes (each 
an outstanding Olympic competitor or former World 
Record holder) against each other in the ten events of 
the Decathlon. From the USA—Bill Toomey, Rafer 
Johnson, Bob Mathias, Milt Campbell and the 
legendary Jim Thorpe; from Russia—Vasily Kuznet- 
sov; from Taiwan—C.K. Yang. You take over for each 
athlete. You assess his strengths and weaknesses— 
and those of his opponents, and devise his strategy 


for winning. Your ability to get the most out of your 
decathlete (or team of decathletes) will spell the 
difference between victory and defeat. See if youcan 
break the world record in this great game that’s as 
much fun played solitaire as head to head... . 


GO FOR THE GREEN: SI has selected 18 super 
holes from such super courses as Merion, Olympic, 
Baltusrol, Seminole, Winged Foot, Augusta, Oak- 
mont, and Pebble Beach. . . and turned them into a 
golfers dream course that your whole family will 
enjoy playing. The colorful course layout accurately 
depicts each great hole to scale—the tees, fairways, 
roughs, traps, trees, water hazards, greens,every- 
thing. The game's easy-to-play system lets you face 
every golf situation imaginable ... as you drive, 
pitch, chip and putt your way around our super 
course. From tee to green you make all the decisions. 
You line up each shot .. . check your distance . . . 
select your club. . . then “let it fly!’ Whether you'rea 
golfer or non-golfer, you'll enjoy playing this great 
game... 


Retail prices of all games are shown on Parts List at center of this catalog. 


SPORTS ILLUSTRATED TIMES: a brand new 
board-game magazine that will include tips on 
strategies of play of Sports Illustrated games, plus 
helpful hints on how to run tournaments, conduct 
league play, and where to go for the best in board- 
games. 


UPDATED PLAY/ACTION CHARTS: for Paydirt 
and College Football. Each year, Sports Illustrated 
will revise the charts to reflect changes in the results 
of their real-life counterparts. No need to purchase 
new games; simply order “current charts” as 
indicated on the Parts List included in the Game 
Catalog. At this printing, Play/Action charts for the 
1976 pro-season will be available August 1, 1977— 
and will include updated Rules reflecting the latest in 
pro rules and rule changes. Also by August 1, 1977, 


another great set of all-time great college Play/Ac- 
tion charts will be available. Here, your Sports 
Illustrated games will never become obsolete—SI 
will furnish you with updated Play/Action charts each 
and every year... 


SPORTS ILLUSTRATED SPEED CIRCUIT: three 
internationally famous courses—Monaco, Monza, 
and Watkins Glen—provide the settings for players 
seeking to show off their superior skill and nerves of 
Steel in this all-skill racing classic. 


SPORTS ILLUSTRATED WIN, PLACE & SHOW: 
ylayers become owner, handicapper, jockey, and 
bettor all rolled up into one ina game where strategic 
selections in purchasing and betting combined with 
“skillful” riding determines the wealthiest player. 


1) Refer to The Parts List for prices. 


2) Circle games and/or parts desired, or list on a Separate sheet with prices, or 
list on the Order Envelope with prices. 


3) Total up, then add proper postage (from chart on last page of Parts List). 
4) Send Order with check or money order, or designate proper Credit Card. 


CREDIT CARD PURCHASES: We will bill to your Bankamericard, Master Charge, 
or American Express card. Be sure to include Account Number and Expiration 


Date. 


— 


Voted “Best Professional Wargame” at Origins Il, 


7 ATTLE OF THE BULGE: Design research authen- 
iC eneral McAuliffe, known for his legend- 


ary reply of “nuts” during his heroic stand at 
Bastogne. No textbook presents this controversial 
episode in as true a light as playing the game. Each 
turn is 12 hours of historical time; game begins 
December 16, 1944. Allied player has 75 playing 
pieces of regiment and brigade units; German player 
must Cut his way across the 28" x 22” mapboard to the 
Meuse river with 64 Regiments by December 30, 1944. 
Truly a challenge for both U.S. and German players; 
both must play aggressively to win. Two games in 
one, including tournament play for real battle game 
NUTS 4. 


2nd annual wargame convention—Johns Hopkins, 1976. ek ay is a most faithful reproduction of the 


KINGMAKER: 2 to 6 player wargame based on the 

ars of the Roses. An over-night sensation in 
England. Involves Machiavellian strategy and good 
old-fashioned head-chopping to crown your guy king 
of England. You get 90 Event Cards (Plague, Piracy, 
Revoks, etc.), 72 Crown Cards, beautiful full-color 
mapboard of 15th century England, historical 
documentation and rules to re-create the great age of 
chivalry. A fun-filled game of ruthless desire, 
passion, double-cross, bloodshed and murder— 
everything, in fact, that really made life worthwhile 
back then... 


MIDWAY: Admiral McClusky—hero of the battle— 

has recreated for Avalon Hill the true situation of 0500 
June 3, 1942 when Americans were far out-numbered 
by Japanese forces. How then did the Americans 
win? You find out only by playing the game. The game 
has counters for each individual Aircraft Carrier and 
Battleship, plus Dive Bombers, Torpedo Bombers, 
and Fighters. During the search portion of play, each 
player methodically plots the enemy’s location, 
which is unknown at game's start. Once located, 
planes are sent to sink each other's Carriers. Unique 
combat table resolves plane vs plane, and plane vs 
ship attacks realistically. Game includes manuscript 
of Admiral McCluskey’s exclusive eye-witness ac- 
count... 


_RICHTHOFEN’S WAR: The Red Baron was the last 
t ~and chivalrous breed, and this same 
mystique and charisma has been built into the design 
of the game. Here each player is in complete control 
of one airplane; over 60 different WWI combat aircraft 
to choose from. Dogfighting, trench-strafing, bomb- 
ing, photoreconnaissance, balloon-busting; it’s all 
here in a game that, as a living biography of 
Richthofen, tells it like it was better than any book 
could ever do... 


invasion,’ stated officers at Camberly British 
Military Academy. The 28" x 22" mapboard of Europe 
details the seven invasion site possibilities open to 
Eisenhower. YOU—as Allied Commander—may elect 
to land at Normandy or any of the other six you think 
were better suited. Play is on divisional scale; Allied 
player can land only those divisions actually 
available during that particular week (each turn is a 
week) in real life. To win, Allied player must get at 
least 10 divisions across France into Germany by the 
50th week... 


co ac Pe MSOC A step into the Future! 
ased on Robert Heinlein's classic Science Fiction 
novel, this game portrays the individual Mobile 
Infantry troopers of the 22d century in action on alien 
planets against a race of intelligent hive-spiders— 
the Bugs. All the action of the book is here, with 
Starship Troopers striking from space in battle after 
battle as the story builds towards the ultimate 
climax—the Invasion of Klendathu, the Bugs’ home 
planet! With counters and mapboard and rules all 
geared to bring to life the flavor and flair of the novel, 
you find yourself immersed in the action with only 
your Skill to keep you from a quick end two centuries 
from now... 


KRIEGSPIEL: A departure from all other battle 


games—the only 100% all-skill wargame. Contains 
no dice or chance elements; outcome of every battle 
rests squarely on each player's ability to outmaneu- 
ver his opponent. Combat occurs when units become 
adjacent—the outcome is determined by consulting a 
Combat Matrix cross-indexed according to players’ 
choices of attack and defense positions. It’s all 
here in one game; invasions, air power, logistics, 
weather, diplomacy, prisoner exchange, even 
nuclear power... 


Tournament Level Games 


... very, very complex and sophisticated, often requiring 10 hours or more to 
complete. Exhaustive primary source research and play-testing has gone into the 
development of these games. To this end, Avalon Hill has corralled the world’s 
leading wargame minds to supplement the work of its own esteemed R&D 

Staff. We present, with pride, games here that are considered by the hard-core 
aficionados as the best in progressive, innovative wargame design. 


PANZER LEADER: re-creates all the fast, furious 
action of tactical armored combat on the western 
front during WWII. Every important type of German, 
British, and American weapon is at your disposal: 
tanks, assault guns, tank destroyers, armored cars, 
self-propelled artillery, anti-tank guns, mortars, rifle 
platoons, combat engineer platoons, scout platoons, 
fighter-bombers, fortifications, minefields, road- 
blocks, and much more—over 380 different units 
you maneuver over a four-section, geomorphic, 
full-color mapboard—22" x 32” overall. 


TOBRUK; 9 scenarios and 12 firefights (mini-games) 
combining—for the first time ever—the clarity of a 
board game with the micro-detail of a miniatures 
game. Turns are 30 seconds of real time; mapboard 
hexes equal about 69 yards. You get 506 die-cut 
counters of all elements of classic armored warfare. 
A one-on-one game that considers values of penetra- 
tion, rate-of-fire, deflection, target motion, ammo 
types, armor thickness, crew casualties . . 
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BLITZKRIEG: The complete wargame. Contains 
nearly 400 land and air units. Players represent 5-star 
generals and plan grand strategy with infantry, 
armor, paratroop, artillery, Marine, Ranger, TAC and 
SAC Air units. Giant 44” x 22” mapboard simulates all 
imaginable terrain: desert, forest, sea, mountain, 
urban and rural areas. Blitzkrieg fictionalizes 
Germany's breakout of World War II designed with 
help from the Office of the Chief of Military History 
(OCMH), Washington, D.C. and the United States War 
College... 


PANZERBLITZ: The campaign in Russia reduced to 
Company and Platoon level fighting. Players re- 
create the 12 most important engagements in this 
World War II theatre, drawing troops from the 352 
units included in the set. Game comes with three 
separate mapboards that you join in varying 
combinations depending upon which battle you have 
decided to re-create: Kursk, Nikopol Bridgehead, 
Battle of Minsk, Vyazma, Relief of Kiev, and six 
others. Troops arrive exactly as did their real-life 
counterparts. Only YOU direct their action from this 
pointon.. 


Voted “Best Professional Wargame” at Origins |, 
Ist annual wargame convention—Johns Hopkins, 1975 


THIRD REICH: This strategic level game of WWII in 
Europe embodies all of the action you'll find in our 
other games separately—only on a larger scale, as 
all the elements of warfare (land, sea and air) come 
into play. Strategic bombing, submarine warfare, 
naval supremacy, armored encirclements, and 
Overruns all play a part in this game of lightning 
warfare which places you in command with Rommel 
in Africa; Zhukov at Stalingrad; Guderian in France; 
and Eisenhower in Normandy. Game includes 3 
scenarios and a Campaign Game; 560 unit counters 
representing the armed forces of Axis, Allied, and 
neutral powers; and our biggest gameboardever . . . 


LUFTWAFFE: The Allied bombing of Germany 
toward latter days of World War II. The Mustangs, B- 
17's, Messerschmidts, Focke-Wulfs again take to the 
air in this re-creation of the greatest aerial drama 
ever. Allied player secretly plots his strategy on the 
“Target Sheet.” German player must guess by logical 
means what his Opponent's strategy will be and stage 
his fighter planes accordingly. If German player holds 
off long enough, he gets the use of the jet wonder 
weapons that might have turned the tide of the war. 
Object of the game is to bomb industrial complexes 
and paralyze German production... 


Retail prices of all games are shown on Parts List at center of this catalog. 


6; Six games in one package; each game cover- 
ing the most glamorous aspects of the war for inde- 
pendence, from the “invasion” of Canada to make it 
our 14th colony to the victory at Yorktown. You geta 
huge 4-section, 16” x 44” terrain mapboard showing 
entire’ colonial America as it looked back then. 
Fantastic new sustained combat system makes this 
game the most innovative yet. Consumer playtesters 
say it is the best of the American Revolution 
simulation games for both playability and historical 
accuracy... 


How To Order 


1) On Parts List, circle games and/or parts 
desired. Or list them on separate sheet. Or use 
Order Envelope. 


2) Send check or money order for total. Include 
postage from chart on last page of Parts List. 
Send no cash! C.0.D's not accepted! Credit card 
purchases accepted... 


CREDIT CARDS: We will bill to your 
Bankamericard, Master Charge, or American 

Express. Be sure to include Account Numberand 
Expiration Date with your name and address 


ARAB-ISRAELI WARS: 24 scenarios (meaning; 24 
games) taken from the middle east wars from 1967 to 
73. Here, you command Egyptian, Syrian, and Israeli 
forces armed with all the latest weapons of war: wire- 
guided missiles, artillery rockets, recoilless guns, 
“hunting” helicopters and fighter-bombers 
weaponry and tanks from half a dozen nations grace 
this Panzerblitz-type game-system of platoon, 
battery, and half-company level. Four geomorphic 
mapboards accurately recreate the undulating 
terrain around the Suez Canal. in the deserts, and 
passes of the Middle East. Carefully tested rules 
allow you to reproduce the hide-and-seek nature of 
war among the dunes in the first Avalon Hill game 
that features techniques and tactics modern-day 
commanders have devised for exotic military 
weapons of today... 


CAESAR—Epic Battle of Alesia: 51 B.C., two 
parallel lines of awesome fortifications over 25 miles 
long encircle the town of Alesia. Ten Roman legions 
man the defenses. Inside the town over 80,000 Gauls 
reduced to desperation by a month of siege; 
outside—a Gallic relieving force a quarter million 
strong. Julius Caesar, outnumbered 6 to 1, is now 
preparing to man the walls of his tactical donut ina 
two-day battle without equal in the history of 
warfare—are YOU equal to the task... 


SQUAD LEADER: evolving from an infantry-type 
Panzerblitz into a comprehensive treatment of WWII 
squad level actions including armor, off board 
artillery, and a myriad of options. 


U-BOAT: sub actions in all theatres of WWII: 
“includes multitude of ship vs. sub, and sub vs. 
convoy scenarios as well as an interlocking cam- 
paign game. 


ASSAULT_ON CRETE: the most devastating 
airborne operation of ll. Crack German para- 


troops attempt the invasion of Crete defended by 
British and Allied survivors of the Greek fiasco. 


BOX CARS: a sophisticated railroad Monopoly 
game blending skill, luck, and diplomacy that will 
please anyone not totally sworn to carboard tanks 
and vicarious cavalry charges. 


Retail prices of all games are shown on Parts List at center of this catalog. 


Initiated in Summer of '74, this 
@ rd e: f series represents games not readily 
; [- O available in stores. Thus, you must 
a purchase them by mail directly 
from Avalon Hill. 


STALINGRAD: The perennial favorite at wargame conventions, this “classic” wargame has 
passed the test of time. For simplicity of play and excitement level, this “starter” game has no 
equal say knowledgeable aficionados who cut their teeth on this game way back when... . 


An authentic recreation of Germany's World War Il 
campaign in Russia. Game has 90 military units, each 
a Corps of infantry, armor, or cavalry. German player 
has the greater challenge (just as in real life). He 
launches his campaign on the Polish border in June 
1941, and has until May 1943 to capture Leningrad, 
Moscow, and Stalingrad. Each turn is one-month of 
historical time. German player must be aggressive, 
Russian player basically defensive. You get a 28” x 
22° mapboard of Russia, mounted die-cut troop 
counters, plus playing aids of highest quality. 


Rated Introductory Level on the 
Complexity Scale, available by mail 
direct from Avalon Hill 

(andinselect retail outlets) 


CAESAR’S LEGIONS: A study in contrast of the ancient world’s most vaunted 
military unit. CAESAR’S LEGIONS is a two-player, strategic game dealing with 
Rome on the Rhine frontier for a period of roughly 100 years during the height of 
the legion’s power. Play is based on scenarios ranging from Julius Caesar’s defeat 
of the Suevii chieftain Ariovistus in 58 B.C. to the Batavian Revolt of 69 A.D. 


Play calls for widely diverging tactics brought about by 
the great differences between the capabilities of the 
Legion and their barbarian adversaries. As such, itis a 
good simulation reflecting the difficulty the Germans 
had defeating a prepared Legion in the open. Yet, the 
German's cause is far from futile or a perpetual 
delaying match as the initiative can shift from side to 
Side due to the German's greater numbers. Innovations 
include the Partial Elimination, Multiple Combat 
system utilized in the 1776 game, siege equipment and 
tactics, hidden movement, ambushes, and tribal mobi- 
lization. SSeS 
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Game includes a 22” x 28” full color mapboard, over 400 unit counters, two sets of Tactical Maneuver 
Cards, and an Ambush and Concealed Movement Sheet. Playing time varies between 1 and 4 hours de- 
pending on the scenario chosen. 


»’* 


Rated Intermediate Il on the Complexity Scale, available only by mail direct from 
Avalon Hill in this pre-publication offering. 


FRANCE 40: It is May 10, 1940—over 5 million men are poised for what many consider to bea 
~ replay of World War |. The German and Allied armies are evenly matched. Yet twenty days later 
the Allies are beaten in one of the quickest and most decisive campaigns ever fought. 


How did it happen? You find out in the game, which 
contains counters representing nearly 300 infantry and 
motorized divisions, some 7,000 tanks, over 4,400 combat 
aircraft plus 33,000 pieces of field artillery. 


Game includes 6 German and 11 Allied “history-reversal’ 
Orders of Battle designed to help balance the game 
regardless of simulation level. You even get 
rules for the ‘Idiot's Game,” to allow 
you to re-create the startling 
helplessness of the plan 
Originally used by the 
Allied commanders 
in 1940. 


ad 


You play two distinct games: the Standard Game called the 
“game player's game,” and the optional-rules game which 
Stresses “simulation-in-detail.” 


France 40 is a tournament level game for purchase by mail direct from Avalon Hill; also 
available in select adult game outlets at retail. 


CHANCELLORSVILLE '74: the battle that nearly ended the Civil War two years earlier. 
Why didn't it? You find out when we take you back in history to the one historic after- 
noon of May 1, 1863. As Union General Hooker your 130,000 man Army of the Potomac 
has trapped the entire Confederate armyintheeast. As General Lee your 60,000 

man force is outnumbered and outflanked. Can you, like Lee, escape? Was he indeed 

as brilliant as history relates? Or, was Hooker a boob? All the ingredients are there 

for you to decide for yourself. 


YOU GET a 22” x 28" full-color mapboard of the famous Fredericksburg VA. area: site of 
four historic Civil War battles. Over 100 unit counters represent the divisions, brigades, 
regiments, batteries, fortresses, pontoon bridges, and assault boats that took part in 

the real thing; all yours to command in this game that challenges your tactical senses. 
Find out how you could have measured up to the ite 

great Civil War commanders of the past. Be- 
Cause there are no chance cards, spinners, or 
random luck elements, victory or defeat in 
Chancellorsville rests squarely on your shoulders. 


Chancellorsville '74 is a revival 
of an earlier, discontinued 
title. Containing all-new troop 4 
counters and a revised map- 
board, it has been re-desi ga 
to appeal to intermediatégiawe 
wargame devotees; ‘a 
available only by 

its pre-publicati one 


Retail prices of all games are shown on Parts List at center of this catalog. 


JUTLAND ’74: a game-design first—the first board game ever designed without a 
playing board. Because it is not possible to play a naval battle game realistically 
within the limiting confines of a printed playing board, Avalon Hill has found a way 
to eliminate it altogether. Instead, patented maneuver and range finding devices 
allow you to conduct ship to ship combat on the floor, in a gymnasium, on 

a large table, in the middle of the town plaza, or anywhere you choose (actually 4’ 

x 5’ will do) as long as you have room to maneuvegsthe.more than 100 ship counters 


JUTLAND re-creates the actual event of May 
30, 1916. All the ships that took part are re- 
produced in facsimile (top view) form. You 
are given their real-life starting positions 

_. . from this point on it is up to you to change 
the course of history. 


ing of its earlier, dist 
tinued counterpart. This 
new version incl 


game scenarios, A ef 
plete rules re-write te¢ 
tures this intermediates 
level game, now-avail- === ~ 
able only by mail during— - <a 
its pre-publication offer— © 

ing. “~Saemt, 


ANZIO ’74: the battle for Italy, determining the timetable of events for the coming 
D-Day invasion. Pick up where history books leave off and see for yourself why 
it was the least understood theatre of World War Il. 
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YOU GET over 3/5 unit counters representing divisions, brigades, regiments, and 
battlegroups of every German, American, British, Italian, Australian, New Zealand, 
Polish, French, Brazilian, Greek, and South African combat unit that participated 
in the real conflict; a 14” = 44” full-color mapboard So realistic it's even printed in 
Italian; plus miscellaneous playing aids designed to make organization of forces 
as effortless as possible. 


ANZIO '74 is a complex game, designed only for tournament-level achievers. Parts are 
not interchangeable between this version and the original discontinued game; this 
version available only by mail during its pre-publication offering. 


Having trouble finding time to sit down to a 
full-blown version of your favorite Avalon Hill 
game? Live in an area where opponents are 
few and far between? Play-by-Mail is the 
answer. Here’s how it works: you and your 
opponent in a distant city have the same game 
and Play-by-Mail Kit. You write down your 
movement and battles, and instead of rolling 
the die, you list a stock listed on the New York 
Stock Exchange for each battle, plus a closing 
transaction date. When your opponent re- 
ceives your move, he consults the Stock re- 
sults of the closing transaction day you have 
listed and, using the last digit of the sales-in- 
hundreds, gets a result for each battle. No 
fuss, 0 muss, no chance to cheat! Play-by- 
Mail is as easy as in-person play with the ad- 
vantage of not requiring large amounts of time 
all at once. Players report that the best games 


lf a game you've purchased happens to be in- 
complete when brought home from the store, 
do not return it—just send us some sort of 
proof of purchase and we will replace the 
missing item(s) free. 


lf you need to replace worn out components, 


they have ever played were by mail .. . be- 
Cause you have a chance to think about your 
move, mull over it, change it, play with it be- 
fore your Opponent sees it. Two separate kits 
are available; one includes two sets of in- 
structions, battle pads, and pertinent combat 
results tables sufficient for dividing up be- 
tween two players. Or, you can order the 1- 
player kit for half price (see Parts List). Each 
player must, of course, own the game itself. 
The Play-by-Mail system has become so pop- 
ular, kits are now available for the following 
games: D-DAY e GETTYSBURG e KRIEGSPIEL 
PANZERBLITZ ¢ STALINGRAD e LUFTWAFFE e 
AFRIKA KORPS e BLITZKRIEG e BATTLE OF THE 
BULGE ¢ WATERLOO e ANZIO 

Play-by-Mail Kits are available only from Ava- 
lon Hill direct. Make sure you specify exact 
game! 


we stock extras of every part for every game 
including game lids and boxes. Refer to The 
Parts List. List the parts you want on a 
postage-paid Order Envelope, or any old sheet 
of paper for that matter, and mail to us along 
with a check or money order (no cash please) 
to cover total cost plus postage. 


1) Refer to The Parts List for prices. 


2) Circle games and/or parts desired, or list on a separate sheet with prices, or 


list on the Order Envelope with prices. 


3) Total up, then add proper postage (from chart on last page of Parts List). 
4) Send Order with check or money order, or designate proper Credit Card. 


CREDIT CARD PURCHASES: We will bill to your Bankamericard, Master Charge, 
or American Express card. Be sure to include Account Number and Expiration 


Date. 


That's what weve done with our bi-monthly wargaming magazine—gathering the 
greatest assortment of wargaming expertise ever assembled between the covers of a 
gaming journal. Now, after 10 years of publication, The General has come of age, offering 
features found no where else in any similar publication or magazine. And since it carries 
no advertising, its present 34-page format compares to approximately 60 pages of any 


other similar journal. 


Every bi-monthly issue is jammed full of 
professional articles on tactics and strategy of 
Avalon Hill games! Read in-depth history 
articles on the battles, campaigns, and 
background events involved in Avalon Hill 
games. Learn about behind-the-scenes 
developments in the world of game design. In 
short, get all there is to know about AH gaming 
in one magazine. The General is to gaming 
what TV Guide is to television. Every issue of 
the General offers: 


The Series Replay—each issue contains a 
completely illustrated move-by-move game 
between expert players. A neutral 3rd party 
comments on the quality of play and the 
validity of each player's commentary and 
Strategy. The Series Replay puts wargaming 
reviews on a par with the numerous replays of 
the Fischer-Spasky chess matches. There is no 
better way to pick up winning habits than a 
comprehensive study of the General’s Series 
Replay matches. 

Design Analysis—a regular feature written 
only by: professional game designers which 
goes into detail on just why specific games 
were designed a particular way. All of the 
professional game designer's tricks are laid 
open in this column. 

The Historical Lead—each issue highlights 
One game in particular. The lead article is 
always an historical study of the event in 


question with either a strategic study or 
variation of the related game as a tie-in. Such 
in-depth material has proven very popular. 
Contests—in each issue, testing your tactical 
ability for which we give away over $140 worth 
of games and merchandise. 

New Games—are unveiled well before the 
general public is informed; giving subscribers 
Obvious priority in obtaining the latest new 
games. 

Product Reviews—help you decide whether 
that game you intend to buy is really for you. 


“Okay, what’s all this going to cost me?” 
might be your response at this point. “Practi- 
cally nothing” might be our answer. Here's 
why! 

You get 6 issues for $7.50. But each issue 
contains a postage-paid coupon that elimi- 
nates the entire cost of postage required when 
you order games by mail. If you order games at 
Six different times during the year, and each 
time the postage charge happens to be $1.40, 
you have saved a total of $8.40. That’s more 
than the subscription cost you in the first 
place. 


Clearly, The General is where it's at—the 
focal point of the hobby and your key to 
maximum enjoyment of wargaming. 


For current subscription rates and back- 
issue costs—see Parts List. 


Leisure Time Gamettes 


These “Pocket-size” games feature quick-play concepts without sacrificing 


Strategy; perfect travel companions. . 


VENTURE: high adventure in the world of finance 
and big business where budding tycoons wheel 'n 
deal and often become involved in proxy fights to 
gain control of key corporations. Each player 
manipulates gigantic conglomerates, vast holdings 
and millions of dollars. The object is to build a 
financial empire which will score highest as a profit 
maker. At game's end, players’ profits are totaled; 
wealthiest player wins—the others are merely multi- 
ees: Venture is for 2 to 6 players, teens and 
adults... 


EVADE: 2 players attempt to outmaneuver and 
outbluff one another, each secretly designates two of 
his six pawns as Evaders, “magnetizing” them for 
easy identification. Players must skillfully maneuver 
their pawns across the board, bluffing when neces- 


Leisure Time Puzzlers 


. and they make ideal gifts! 


sary to keep the Evaders’ identities secret so they 
wont be frozen by the opponent. First player to 
successfully maneuver one of his two Evaders into 
his opponent's starting row wins! . . . 


SLEUTH: fascinating detective game in which 
players call upon their powers of deduction and logic 
to discover the identity of the missing gem. Could it 
be the pearl cluster? The blue opal? The diamond 
solitaire? Through strategic questioning, each player 
gathers his bits of information, then skillfully welds 
them together to form the clues which will provide the 
solution to the mystery. Clever questioning, skillful 
deductions—combined with some plain. old- 
fashioned luck—will make SLEUTH an absorbing 
game for 3 to 7 players... 


FOIL: challenging game of words and wits! FOIL pits 
player against player—and time—in a stimulating 
game of words and wits. Unlike other word games, 
FOIL challenges your skill in unscrambling words as 
well as your ability to form words. The infinite variety 
of words and letter combinations make an ever- 
changing, ever-challenging game of mental stimula- 
tion for all. Average playing time: 1 hour, for 2 to 4 
players, adults and children... 


Fun to give, fun to get. Intriguing puzzle games to test the skill and try the patience 
of young and old alike. Hours of fun and enjoyment in the home, office, between 


Classes or on a trip. 


HECTIX: the sensational three-way, _ three- 
dimensional puzzle. The object? First, to take it apart. 
Then, put the three Bits and nine Pieces back together 
again! Once you know the secret—amaze your 
friends, then frustrate them by letting them try it 
while you sit back and feel superior! . . . 


FRANTIX: If you liked “Instant Insanity”, you'll love 
Frantix. Only difference’is you should have about 5 
hands because you got to take the wooden blocks 
apart and put them back together again—without 
everything crumbling in your hand like dried dough. 
But it can be done—an idiot could do it in an hour, it 
should only take you about 60 minutes. 


STAC-TAC-TOE: align three of your pegs ina row 
horizontally, vertically or diagonally. The fun begins 
when you move stacks of pegs to confuse, surprise 
and hopefully defeat your opponent. Family fun 
anytime, anywhere. For 2 players or teams... 
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